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1
RHYTHM BRAIN FITNESS PROCESSES AND
SYSTEMS

CROSS-REFERENCE

This application claims priority to U.S. Provisional Patent
Application Ser. No. 61/830,484, entitled, RHYTHM
BRAIN FITNESS PROCESS AND SYSTEMS filed on Jun.
3, 2013, which is incorporated herein by reference in its
entirety.

BACKGROUND OF THE INVENTION

Scientific studies have revealed links between musical
skills, including rhythm, and cognitive performance in areas
such as attention, perception, working memory, speech, and
language. Among other theories as to why, it is possible that
the intense concentration and flow in musical skill develop-
ment, along with the deep levels of passion and engagement
in that development, contribute to improvements in other
cognitive skill areas. As examples, see: Pedia Staff Blog,
August 2011, Music Therapy and Speech Language Pathol-
ogy—A Collaboration (Parts 1 & 2, Rachel See Smith, M A,
MTBC, Board Certified Music Therapist, http://www.
pediastaff. com/blog/guestblogmusictherapyand-
speechlanguagepathologyacollaborationparts124364, How
arts Training Improves Attention and Cognition, Michael 1.
Posner and Brenda Patoine, Sep. 14, 2009, http://dana.org/
news/cerebrum/detail.aspx?1d=23206; Music Moves Brain to
Pay Attention (Stanford Study), Mitzi Baker, Aug. 5, 2007,
http://www. sciencedaily.com/releases/2007/08/
070801122226 htm; A Brain for Rhythm: A legendary rock
and roll drummer teams up with a neuroscientist to explore
the role of rhythm in brain function, The Scientist, Dan
Cossins, Nov. 9, 2012, http://www.thescientist.com/?ar-
ticles.view/articleNo/33213/title/ ABrainforRhythm/; Music,
memory, and Alzheimer’s disease: is music recognition
spared in dementia, and how can it be assessed?, Lola L.
Cuddy and Jacalyn Duffin, Medical Hypotheses, Volume 64,
Issue 2 (2005), Pages 229-235, http://www.sciencedirect.
com.ezproxy.stanford.edu/science/article/pii/
S0306987704005158; Shortlerm Music Training Enhances
Verbal Intelligence and Executive Function, Moreno et al.,
Psychological Science, May 2011, http://pss.sagepub. com/
content/22/11/1425.

This research suggests that regular use of a rhythm training
game could help users experience cognitive benefits. A vari-
ety of music-related games are available on the market, which
have been shown to be quite popular, but while they may be
fun and engaging, they are not designed to improve cognitive
abilities. Accordingly, the present application discloses a
method and apparatus for the utilization of rhythmic training
in the form of a rhythm training game for purposes of user
cognitive skill development. The engaging game involves a
musical skill, such as rhythm, without requiring the user to
engage in actually learning to play and playing a musical
instrument or learning to read and reading music. The game
becomes adaptively more difficult as the individual improves
by utilizing more complex musical or rhythmic skills or
rhythms.

SUMMARY

A method and apparatus for training a cognitive skill are
disclosed which may comprise: providing, via a user comput-
ing device user interface display, musical rhythm training
with at least one trial comprised of: displaying on the user
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2

interface display, via the user computing device, a rhythm
track comprising at least one stationary beat timing mark and
at least one moving beat timing mark repeatedly moving
along the rhythm track; receiving via a user interface input an
indication from the user that the user perceives a moving beat
timing mark to be coincident with a stationary beat timing
mark; and providing, via the user interface, an indicator that
the user is correct or not correct. The method and apparatus
may further comprise the rhythm track comprising a circle, a
straight line, or a polygon, which may be an equilateral poly-
gon.

The stationary beat timing mark and the moving beat tim-
ing mark may be distinguishable from each other by at least
one of composition and color. The moving beat timing mark
may be rendered invisible to the user, requiring the user to
determine whether the moving beat timing mark and station-
ary beat timing mark are coincident based on the user’s
memory of prior moving beat timing marks and the user’s
rhythmic skill.

The rhythm track may comprise a plurality of rhythm
tracks, each of which may comprise at least one stationary
beat timing mark and at least one moving beat timing mark
repeatedly moving along the respective rhythm track at a
speed. The plurality of rhythm tracks may comprise tracks
which are made more challenging by adjusting one of speed,
number, and pattern of moving beat timing marks.

The plurality of rhythm tracks may comprise a left hand
rhythm track and a right hand rhythm track; and the method
and apparatus may comprise providing a correct thythm beat
timing indicator on a respective stationary beat timing mark
when the user indication is coincident with the stationary beat
timing mark on one of the respective right hand rhythm track
and left hand rhythm track.

INCORPORATION BY REFERENCE

All publications, patents, and patent applications men-
tioned in this specification are herein incorporated by refer-
ence to the same extent as if each individual publication,
patent, or patent application was specifically and individually
indicated to be incorporated by reference, for all purposes and
as if the entire publication, patent or patent application were
repeated in the present application verbatim, including any
specification, claims and drawing. Such documents would
include the articles referenced above and patents and publi-
cations of interest to the field.

BRIEF DESCRIPTION OF THE DRAWINGS

The novel features of the disclosure are set forth with
particularity in the appended claims. A better understanding
of the features and advantages of the present disclosure will
be obtained by reference to the following detailed description
that sets forth illustrative embodiments, in which the prin-
ciples of the disclosed subject matter and its operation are
utilized, and the accompanying drawings of which:

FIG. 1 shows a game start screen display according to
aspects of the disclosed subject matter;

FIG. 2 shows a game tutorial screen display according to
aspects of the disclosed subject matter;

FIGS. 3A-3D show game mechanics screens according to
aspects of the disclosed subject matter;

FIGS. 4A-C show game mode change screen displays
according to aspects of the disclosed subject matter;

FIG. 5 shows a further game mechanics screen display
according to aspects of the disclosed subject matter;
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FIG. 6 shows a further game mode screen display accord-
ing to aspects of the disclosed subject matter;

FIG. 7 shows a further game tutorial screen display accord-
ing to aspects of the disclosed subject matter;

FIG. 8 shows is a game results screen display according to
aspects of the disclosed subject matter;

FIGS. 9A and 9B show a game mechanics screen display
according to aspects of the disclosed subject matter;

FIGS. 10A-C show further game mechanics screen dis-
plays according to aspects of the disclosed subject matter;

FIGS. 11A-B show further game mechanics screen dis-
plays according to aspects of the disclosed subject matter;

FIG. 12 shows a further game mechanics screen display
according to aspects of the disclosed subject matter;

FIGS. 13A-F show further game mechanics screen dis-
plays according to aspects of the disclosed subject matter;

FIGS. 14A-1 show a further game mechanics screen dis-
plays according to aspects of the disclosed subject matter;

FIG. 15 shows a tutorial screen display according to
aspects of the disclosed subject matter;

FIGS. 16 A-D show possible screen displays for variations
on displaying rhythm feedback and receiving rhythm input
from the user, according to aspects of the disclosed subject
matter; and

FIGS. 17A-F show possible screen displays for variations
on displaying rhythm feedback and receiving rhythm input
from the user, according to aspects of the disclosed subject
matter.

DETAILED DESCRIPTION OF THE INVENTION

Computer-based video games can be both fun and serve to
train cognitive abilities, and aspects of embodiments of the
disclosed subject matter describe games that utilize, chal-
lenge, and develop musical and rhythm skills to enhance
cognitive skills more generally. Even non-musician adults
can possess enough music skills to perform the proposed
game(s) for the desired training, which is preferable because
such adults can achieve the cognitive benefits from the train-
ing without having to first try to learn to play or read music.

According to aspects of embodiments of the disclosed
subject matter, a game is proposed that is focused on one
musical fundamental, such as rhythm. The proposed rhythm
cognitive training game is simple enough to learn and interact
with that it can lower the barrier to entry for adults to engage
with music in a more quick and rewarding manner. Addition-
ally, the skills utilized as a user improves at the game have the
potential to teach the user tangible rhythm skills, that can
serve to improve understanding and increase coordination
outside of the game. For example, it can help the user engage
with others socially through music in everyday situations,
such as listening to music, clapping/tapping to music, and
dancing. Ultimately, these positive effects can increase the
satisfaction of the user with the game and further the ultimate
cognitive skill training objective.

The proposed game utilizes an intuitive design that is user
friendly and that can include basic entry levels to make the
game easy to initially learn, which may be especially impor-
tant for older adults and non-musicians. The game can have
adaptively challenging levels with faster or more complex
rhythms that continuously challenges the user’s abilities as
the user improves.

In atleast some configurations, a user operates acomputing
device that executes a browser to operate the proposed game,
which can connect to a server via a computer network. The
computing devices include, but are not limited to, personal
computers, digital assistants, personal digital assistants, cel-
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Iular phones, mobile phones, tablets, smart phones or laptop
computers. The network is typically the Internet, but can also
be any network, including but not limited to any combination
of a LAN, a MAN, a WAN, a mobile, wired or wireless
network, a private network, or a virtual or ad hoc private
network. As will be understood very large numbers (e.g.,
millions) of users are supported and can be in communication
with the website at any time.

The browser can include any application that allows users
to access the World Wide Web. Suitable applications include,
but are not limited to, Microsoft Internet Explorer®,
Netscape Navigator®, Mozilla® Firefox, Apple® Safari or
any application capable of or adaptable to allowing access to
web pages on the World Wide Web.

In at least some configurations the user can access the
rhythm cognitive skill training application as a downloaded
application on a computing device, such as an “app” available
through the Apple App Store.

The disclosed subject matter can be understood in part with
reference to FIG. 1, which shows an example of a game start
screen display 101 according to aspects of the disclosed sub-
ject matter. The screen display 101 of FIG. 1 can have a title
bar 103, a level selection entry box 105, an instructions selec-
tion button 107 and a play selection button 109.

FIG. 2 is a game tutorial screen display 201 according to
aspects of the disclosed subject matter. The screen display
201 can include a rhythm track 203, which can be circular. At
least one stationary beat mark 205, which can in one embodi-
ment be an oval stretching across the width of the rhythm
track 203. A white moving timing mark 211, which may also
be an oval stretching across the width of the rhythm track 203,
may have a moving timing mark periphery 212 and a moving
timing mark sweet spot 214. It will be understood that the
moving rhythm timing mark 211 travels around the rhythm
track 203 at a speed according to the beat of the rhythm.
Assuming the movement of the moving rhythm timing mark
211 around the rhythm track 203 corresponds to one measure
of'the music for which the rhythm is taken, then the measure,
according to music notation, e.g., a 4/4 notation indicates four
beats per measure and each beat equaling a quarter note.

Thus, for example, four quarter notes occurring in a mea-
sure can be indicated by stationary rhythm timing (beat)
marks 205 at each of the cardinal points on the track 203, i.e.,
north, east, south and west. Similarly two half notes in the
measure can be represented by a stationary beat mark 205 in
the north position and one in the south position. Eighth notes
can be represented by a stationary beat mark 205 following
another stationary beat mark in a cardinal position at one of
the intermediate positions such as north east after north, south
east after east, south west after south and northwest after west.
That is the eighth note can be indicated to start at the cardinal
west point, as an example, and end on the non-cardinal north-
west point. Similarly four sixteenth notes can be represented
by four stationary beat marks 205 at the north, north-by-
northeast, northeast and east-by-northeast positions on the
track 203, each of these being separated by a sixteenth of the
distance around the circle of the compass points. Specifically,
the rhythm or beat represented by the rhythm track 203 in
FIG. 2 for a 4/4 measure could correspond to a quarter note (at
the north position), followed by a halfnote at the east position
and a quarter note at the west position, as the moving rhythm
marker 211 travels around the rhythm track 203 in time with
each measure represented by such a circumnavigation. That
is, assuming duration is part of the input of the user, there is a
continuous input from the east point to the west point and a
continuous input from each of the north point to the east point
and from the west point to the north point. Alternatively the
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user may simply be required to track and reproduce the ini-
tiation points of the notes, i.e., tap the space bar as an example
at the concurrence of the moving rhythm timing marker 211
with each of the north, east and west points as illustrated in
FIG. 2.

As can also be seen with regard, e.g., to FIG. 2, a system
and method according to the disclosed subject matter can
generate a correct perception indication mark 220, e.g., when
the computing device receives an input, e.g., from the user
depressing a user interface element, such as, a keyboard space
bar, e.g., in timing with the moving rhythm marker 211 cross-
ing a stationary rhythm marker 205. An incorrect perception
indication mark 230 may also be created by the computing
device when the computing device detects that the user has
entered the input at a wrong time. That is, e.g., the user has
made an input when the moving rhythm marker 211 was not
coincident with a stationary rhythm marker 205.

It will be understood that, as shown in FIG. 2, the moving
rhythm marker 211 may be coincident with the stationary
rhythm marker 205, so as to be completely coincident with
the stationary rhythm marker 205, i.e., to have the moving
timing marker periphery 212, along with the moving timing
mark sweet spot 214 both completely overlying the stationary
rhythm marker 205. Alternatively, in some embodiments, the
moving timing mark sweet spot 214 alone may need to be
completely overlying the stationary rhythm marker 205 and
still be considered to be a correct input. Additionally, in some
embodiments, having any portion of the moving rhythm
marker 211 overlying the sweet spot of or, alternatively, any
other portion of the stationary rhythm marker 205 may be
considered a correct input. These variations in the nature of a
correct input by the user may also depend on the user attained
level and/or the number of the completed trials within a level,
etc. As discussed further below, these forms of coincidence
with the stationary rhythm marker 205 may also be scored
differently for purposes of evaluating the performance of the
user, from only the complete coincidence being considered a
correct response to the others being considered correct, but
scored with a lower score.

As can be seen in FIG. 2 the screen display 201 may also
include a variety of instructional text displays, such as text
box 240 “Hit the space bar along with the rhythm (or when the
white moving timing mark overlaps with the dark stationary
beat mark),” text box 251 “You will have two circle revolu-
tions to listen to the rhythm. Then, you have to tap the space
bar in sync! Try to get as many correct marks as you can!,” text
box 260 “Blue marks indicate a correct hit!”” and text box 270
“red marks indicate an incorrect hit. Try to match the beat!”
These can be displayed temporarily at the beginning of the
game or round of play or other time; for example, to remind a
user not scoring very well, and then fade out while actual play
is ongoing.

According to aspects of the disclosed subject matter, audio
signals may be generated by the computing device imple-
menting the system and method according to the disclosed
subject matter. As an example, an audio clave can sound to set
the tempo. This can be with the display showing the rhythm
track 203 alone or with the moving rhythm marker 205 trav-
eling around the rhythm track 203 and covering the stationary
rhythm markers 205. The beats could be the number of beats
per measure, and could sound only in coincidence with a
stationary rhythm marker 205 or for each beat in the measure,
even if a corresponding note of one or more beats does not
start on that position in the rhythm track 201. The word
“LISTEN” can appear on the screen display 300.

As shown on the screen display 300' of FIG. 3B the white
oval moving rhythm marker 211 can circle the rhythm track
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203 as the trial rhythm plays aurally. Rhythms may be played
using a variety of instrumental percussion sounds chosen
randomly at the start of each trial. Sounds can include a bongo
drum, a shaker, a conga, a snare, a hand-drum, a tambourine,
a cowbell, etc. A first black circle under the “LISTEN” bar at
the bottom of the screen display 300", in a game trial status bar
320 can be filled. As shown in FIG. 3C at the start of the
second “LISTEN” loop, the word “LISTEN” is replaced by
“READY ?” The second black circle under the “LISTEN" bar
at the bottom of the screen display 300", on the game trial
mode status bar 320 is filled. As seen in the screen display
300", as seen in FIG. 3D, as an example, after the moving
rhythm marker 211 makes one half loop after the second
“LISTEN” loop, the word “READY ?”” can be replaced with is
replaced by the word “PLAY!” Scoring can them begin, e.g.,
when the white oval moving rhythm marker 211 reaches the
top of the rhythm track circle 203.

It will also be seen that the screen displays 300, 300', 300"
and 300" of FIGS. 3A, 3B, 3C and 3D can have a game trial
status bar 310, which can include a trial number indication
312, alevel indicator 314 and a score display 316. The screen
displays 300, 300", 300" and 300™ of FIGS. 3A, 3B, 3C and
3D can have a game mode status bar 320, which can indicate
listen mode 322 and play mode 324. Also the 300, 300', 300"
and 300" of FIGS. 3A, 3B, 3C and 3D can have a virtual
spacebar button 330, which, on, e.g., touch screen displays,
can act as the spacebar the user is to depress, by, in this case,
taping the virtual spacebar.

Turning to FIGS. 4A-4C, variable trial game play modes
can be seen. In FIG. 4A, the normal game play mode as
discussed above can be seen, with the game mode status bar
320 indicating at 324 that play mode is in operation and this
is the first trial being played by the user. At this point, as an
example, and depending on the level of the user, as indicated
in FIG. 4B, the stationary rhythm markers 205' and/or the
moving rhythm marker 211' may become faded or flashing or
change color, or the like, as an indication that the normal
playing mode is about to change. As can be seen from the
screen display 400" of FIG. 4C, the stationary rhythm timing
markers can completely disappear along with the moving
rhythm timing markers and the user can be left to remember-
ing the rhythm and beat from memory.

FIG. 5 illustrates, by way of example, red visual oval
feedback indicators 230 that can be utilized to signify an
incorrect hit. These may also be accompanied by a negative
feedback sound, which can in some embodiments remain
consistent throughout the game, either as to the appearance of
the incorrect input indicators and/or the occurrence of the
aural incorrect input indicator. Blue visual oval feedback
indicators 220 can be utilized to signify a correct hit and may
or may not also be accompanied by an additional audio indi-
cator. Since, in some embodiments, the computing device can
constantly play the correct rhythm, an audio indicator may
not be needed for the user achieving the correct input timing
for the rhythm being played.

As can be seen in the views of FIGS. 1-4 lower levels of
user cognitive skill training can feature constant visual cues,
such as those noted in those figures. Lower trial numbers
within a given level may also be configured in the same way,
i.e., with visual and/or audio cures disappearing at a later trial
level. As an example illustrated in FIGS. 4C and 5, the visual
cues have disappeared at trial 4 of levels 5 and 10, respec-
tively, with only, in some embodiments, the correct indicators
220, 220" or incorrect indicators 230 remaining. These indi-
cators, 220, 220' and 230 may fade out as the rhythm timing
continues around the rhythm track 203 to be available for later
use in the continuing circumnavigation of the rhythm timing
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trial around the rhythm track 203. According to aspects of
embodiments of the disclosed subject matter, as seen on the
screen display 600 in FIG. 6, at some level and above, e.g.,
level 11, the rhythm timing markers disappear even from the
first trial onward, and including the preparatory “LISTEN”
mode 610.

FIG. 7 illustrates a rhythm cognitive skill training game
playing mode where, as an example, a score multiplier has
been initiated by the user computing device, as indicated by
the “x2” multiplier 710 shown in the screen display 700 of
FIG. 7. This can, in some embodiments, be a new mode
starting at a new level 1, as indicated in the mode information
bar 310. In addition to the visuals display 710, distinct
sounds, such as beeps, reminiscent of arcade video game
sound effects may be generated whenever the score multiplier
710 is turned on or off, and/or when the score multiplier is in
use. Such sounds can contrast with the rhythm’s instrumental
sounds and enhance the audio feedback effects, consistent
with in other Lumosity® games. Other visual feedback may
be employed such as the moving rhythm timing marker 211",
when displayed, may be a different color, like orange, includ-
ing a different shade for its sweet spot 214'.

The score multiplier 710 may also be activated by the user
computing device due to user performance, for example, if
the user has a score at or above some threshold, such as 100%
accuracy, for some period of time, i.e., two rhythm cycles,
which here is circumnavigation around the rhythm track
twice. This could be indicated by the moving rhythm timing
indicator making such circumnavigations or by sounds when
the moving rhythm timing indicator is not being displayed. In
the latter case, the visual indication could be the change in
color of some other part of the display, such as the rhythm
track turning orange. The multiplier could them be set to
incrementally increase by some selected amount(s) for each
additional cycle above the accuracy threshold, as an example.

FIG. 8 shows is a game results screen display 800 accord-
ing to aspects of the disclosed subject matter. The game
results screen display 800 can have a game information box
810, which can display a hits indication 812, a misses indi-
cation 814, and an accuracy percent indication 816. The game
results screen display 800 can also display a points indicator
820.

According to aspects of embodiments of the disclosed
subject matter, feedback may be provided to the user, for
example, at the end of a trial. Also in the disclosed embodi-
ments, a user may be automatically started at a level below
where the user last finished the next time the user plays a new
game. Also embodiments may have the user computing
device randomly generate the rhythms for a trial, e.g., accord-
ing to a set of rules that control the variables listed below. The
user computing device may utilize a matrix that outlines how
these variables can be specifically controlled for each level. In
the game programming, rhythms may be represented as a
series of 1’s and 0’s, where 1=hit and O=rest. Levels, listed
from an example of easy to an example of hard, may include
a number of notes (i.e., a number of 1’s according to number
of the level of the game being played by the user). Another
variable may be visual input cues, which may be represented
by (00) always present, (01) gradually fade and (10) absent).
Another variable may be tempo, which may be represented,
e.g., by (00) medium tempo, (01) slower tempo and (10)
faster tempo. Still another variable may be measures played,
e.g., (01) one 4-beat measure and (10) two 4-beat measures).
According to aspects of embodiments of the disclosed subject
matter, a certain selected number of levels, e.g., levels 1-14
may be a single 4-beat measure and subsequent levels may be
two four beat measures. In viewing the rhythm timing circle
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on the game user interface screen display, downbeats may be
considered to correspond to the positions at each of the four
cardinal compass point directions. Syncopated beats can then
between these points. It will be understood that in levels that
include two measures, double the number of beats lie on the
rhythm timing track, so that beats lie twice as close to each
other. Rhythm difficulty can also increase with level number
by increasing the number of syncopated notes. According to
an embodiment rhythm difficulty can be defined solely by the
number of syncopated notes in a given trial, where syncopa-
tion refers to any note that does not lie on a downbeat.

It has been observed that non-musicians may start off pay-
ing more attention to visual cues than auditory cues. Although
a goal of the game is to teach users to synchronize with
external audio rhythms, without these initial visual cues, non-
musicians may find the game overwhelming and frustrating.
Thus according to one example of the rhythm based cognitive
skill training game of the disclosed subject matter a leveling
sequence may be utilized that can wean the user from the
reliance on the visual cues and teach the user to listen more,
by gradually removing visual cues after the user has had a
chance to learn the rhythm for the given trial. Non-musicians
may find the play of the game easier having their eyes closed,
they may still need the presence of visual cues at first to gain
anunderstanding about the game task (anticipation and dupli-
cation of the rhythm beats to be sounded), receive helpful
feedback to train the users to listen better, and boost confi-
dence in the performance by the user in order to successfully
continue with game play.

Some players, such as younger players, may struggle to get
to advanced levels because the idea of internalizing a rhythm
does not seem to “click,” even though they understand the
user interface and try hard to tap the beats correctly. Users
between their teens and thirties have been observed to out-
perform younger and older age groups. The user interface
appears to be most intuitive to this age group.

Rhythm difficulty can be the least intuitive variable for
which to control for in a rhythm-based cognitive skills train-
ing game leveling progression. One disclosed mode of level-
ing difficulty includes adding a number of syncopated notes
in a given trial, where syncopation refers to any note that does
not lie on a downbeat. This is one example of difficulty
leveling and there may be others that more accurately track
level progression. As an example, it has been found that
syncopated notes that appear in a note group may be easier to
play than isolated ones. For example, both the following
4-beat rhythms have two syncopated notes, but the first
observed to be easier to play than the second, i.e., 11110000
and 01010000. It is believed that cleaner leveling algorithms
can be developed by further investigating the available
resources and qualitative observations. Some studies shown
that musical rhythms can be quantitatively classified by level
of difficulty. When developing this game’s rhythm difficulty
ranking system, as indicated in the Sadakata and Konguet-
Higgins articles cited above, which present a framework for
defining musical terms and awarding points based on these
definitions to categorize rhythms based on the amount of
syncopation and repetition within a musical phrase, however,
limited testing with subjects with musical training and with
content consisting of longer musical compositions in sheet
music notation, and with more varied rhythms and complex
thematic developments than the more isolated and consecu-
tively repeated rhythms in the presently disclosed subject
matter may result in the specific ranking systems developed in
those studies not accurately reflecting difficulty of thythms in
the contest of the disclosed subject matter.
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Ithas been found, however, that thythms with equal lengths
of rest groups may be easier for a user to follow and duplicate
accurately than rhythms with different lengths of rest groups.
For example, 10101010 and 10111011 are easier to follow
and duplicate accurately than 1010010001 and 11010001,
because the rhythm beats in the first two rhythm groups are
consistently separated by one 0, i.e., for purposes of the
present disclosure the equivalent in music of the continuation
of a note for a second beat, i.e., a half note in a 4/4 measure,
or the existence of a rest at the zero position. The second two
rhythm beat groups in the second rhythm beat set are sepa-
rated by a variable number of 0’s. Rhythms with repeated
rhythm beat groups are easier to play than rhythms with
inconsistent rhythm beat groups. For example, 11011000 is
easier than 10011000 because the first rhythm beat group
repeats ‘11 twice and the second rhythm beat group has no
repeated ‘1’ groupings.

It will also be understood that syncopated rhythm beats are
easier when they follow downbeat rhythm beats, rather than
precede them. For example, both of the following rhythms
contain a downbeat rhythm beat and a syncopated note, but
11000000 is easier to follow and duplicate accurately than
10000001, because the leading ‘1’ followed by another “1” in
the first example falls on one of the four cardinal direction
points of the 4-beat rhythm circle.

According to aspects of embodiments of the disclosed
subject matter, level-difficulty progression can be utilized to
challenge the user enough to engage the user and help the user
improve rhythm-based cognitive skills, but not challenge the
user so much that the user can become overwhelmed and stop
training. The level of fun and enjoyment of playing the cog-
nitive rhythm-based cognitive skill training game at lower
levels can be utilized to engage the user, even if the musical
skills of the particular user are advanced enough to make the
lower level difficulty levels still of interest. Eventually the
user can reach a level after the beginning levels with an
appropriate level of challenge without getting bored. Specific
leveling increases such as regarding the removal of visual
input cues, the increase in rhythm trial measure length or
speed of occurrence of rhythm beats or the like can pose
significant obstacles to a user. It will be understood that more
gradual changes could be incorporated to help the user who
struggles to make it past such transition points.

The fading and then absence of visual input cues could
alternatively be made to fade out more gradually. As another
example, the visual input cues could fade-in again, for
example if the user score drops below a certain accuracy
percentage (such as <40%) during a given rhythm trial at a
level where fade out is occurring or has occurred.

It will be understood that other aspects of the rhythm-based
cognitive skill training game can be increased in difficulty as
levels increase, or with later trials at a given level, such as an
increase in rhythm trial measure length. Measure lengths
could increase gradually, and in addition rhythm difficulty
could be reset to a slightly easier setting. [t has been observed
that a user may beneficially take advantage of certain tech-
niques for properly playing the rhythm-based cognitive skill
training game and advancing through the various levels and
concomitant difficulty increases. As examples, the user may
close his or her eyes and concentrate on listening; start hitting
the spacebar during the “Listen” mode to get a head start; tap
one’s feet to the beat also; take turns switching between one’s
left and right hand for an enjoyable twist to the game; if one
is off the beat, pausing to listen and internalize the rhythm
before tapping the spacebar again and finally, utilizing the
feedback from the game, such as the location of the red lines
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that shows whether the incorrect response input is late or early
on a given beat so that the user can adjust.

It will further be understood that the rhythm-based cogni-
tive skill training game may include any number of other
features to make the game more fun and engaging. As one
example, the length of each trial level could be lengthened,
such that the user can more fully become involved with the
rhythm being followed and duplicated—to “get into it” so to
speak. Increasing the amount of “Listen” loops could also be
beneficial to user comfort. At the same time, the training game
needs to maintain some level of fast-paced dynamic increases
frustration, even if the game becomes a bit less musical,
however, maintaining the challenging environment can be
very beneficial for the intended cognitive skill training. The
above noted “tips” can be communicated to the user, e.g.,
through the display screen or audio signal or both.

In addition to color coded feedback, for example,
blue=correct and red=incorrect, other information could be
displayed such as the points scored for each correct rhythm
timing input by the user. The feedback can be balanced with
any effects of detracting from the musicality of the game,
such as the effect of distracting the user from internalizing
rhythms the user may feel that such additional feedback dur-
ing game play inhibits the user from focusing on the rhythm
and having an uninterrupted streak of correct responses.

In addition to a score multiplier as a “reward” for sustained
correct inputs, the game may generate or otherwise utilize
other “rewards.” Such rewards could be visual and/or audio.
Examples of an audio multiplier reward could be increasing
the volume or adding a melody to the notes. Examples of a
visual multiplier reward could be adding images of fans in a
crowd or fireworks. Utilizing a glowing multiplier marker and
an audio signal announcing the multiplier is in effect can be a
more subtle announcement and accomplish the same goal of
rewarding and motivating the user to strive for repeated suc-
cessful gameplay. As another example, because it is often the
case that a user may repeatedly miss the same note on a
rhythm loop within a given trial, as an aid to identifying such
mistake and improving the results for the user, the game could
show the individual accuracy scores for each beat or point out
the beat(s) where the user has performed at the lowest accu-
racy percentage. The game could also notify a user of com-
mon general mistakes being make, such as coming in late/
early, missing the first note in a group of notes, or missing
syncopated notes.

According to aspects of embodiments of the disclosed
subject matter certain aspects of the proposed rhythm-based
cognitive skill training game can make the game have a more
recognizable relation to everyday encounters with music.
While a trained musician or vocalist may easily see the value
of'the proposed rhythm-based cognitive skills training game,
non-musicians/vocalists may struggle to make this connec-
tion. It is believed that emphasizing the importance to rhythm
to musicality will not only make for a game that can more
successfully train cognitive skills relating to skills in recog-
nizing and duplication the associated rhythm, but also make
the game more fun. As an example, allowing the user to make
external sounds, such as may be used for input through the use
of'a microphone for the user could make the game more fun
and relevant to music, as opposed to simply pressing a key-
board key. Clapping hands or tapping drumsticks on a hard
surface, as examples, are two other alternative means of user
input.

According to aspects of embodiments of the disclosed
subject matter audio layering can be utilized including play-
ing background rhythms along with the current rhythm the
user is trying follow and duplicate. Such audio layering could
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actually be utilized to either decrease or increase the difficulty
of a trial, depending on the complexity of the background
rhythm and whether or not it complements the trial rhythm the
user is currently attempting to follow and duplicate. Accord-
ing to aspects of an embodiment as illustrated by way of
example in FIGS. 9A and 9B, which show game mechanics
screen displays 900 and 900', a rhythm reward token 910
could be generated and displayed on the screen display 900,
900'. The rhythm reward token 910 could start as a rhythm
polygon 920, as illustrated in FIG. 9A. The rhythm polygon
920 can connect all of the stationary rhythm timing markers
205' in FIGS. 9A and 9B from within a given rhythm timing
track 203, and, for example, appear if a user attained some
threshold level of accuracy such as 80% correct for the trials
using such rhythm timing. This polygon could then become a
reward token 920", and be moved off to the side of the screen
display 900, as shown in FIG. 9B and become part of the
rhythm reward token 910 (though not shown in the figures
with the reward token 920" included). The audio delivery of
the rhythm represented by the rhythm polygon 920' as it
leaves the trace 203 containing the stationary rhythm timing
markers 205" for a new trial to begin with different timing
markers 205', can continue in the background at a lower
volume as the next rhythm trial appears. The complexity of
the background rhythm could be controlled by the number of
previous rhythms that remained playing.

An overall representation of the layered background
rhythms in the stacked reward token 910 can be constructed as
follows. As an example, first a diamond shaped rhythm pat-
tern 1010, as seen in the screen display 1000 of FIG. 10A can
be formed, and when the user achieves a greater than 80%
accuracy rate, this diamond shaped rhythm reward token can
be moved, as illustrated in FIG. 9, over to form a first part of
the reward token 910, as seen in FIG. 10B. Another shape can
be added, as shown in FIG. 10C, to form a stacked polygon
theme, i.e., using the triangular shape of the rhythm polygon
1020 from FIG. 10B after the user achieves the requisite
accuracy percentage, to form the reward token 910 shown in
FIG. 10C. The background rhythm can then include the com-
plex beat rhythm of the combination of the rhythm repre-
sented by the diamond 1010 and the triangle 1020, to which
may then be added the triangle rhythm beat polygon 1022 to
form the reward token 910 as seen in FIGS. 9A and 9B, and
have its own rhythm beat pattern added to the background
rhythm.

According to aspects of an embodiment of the disclosed
subject matter, a similar reward token 1120, as seen in FIG.
11A could be constructed using concentric circles, each rep-
resenting a rhythm beat pattern as illustrated by the respective
stationary rhythm beat markers on respective rhythm timing
tracks, starting with the inner track as a first reward token and
with successive tracks added to form the reward token 1120,
as illustrated in FIG. 11A. Similarly, as represented in FIG.
11B a two handed rhythm beating timing tracking aspect of
the rhythm-based cognitive skill training game could repre-
sent a rhythm timing track 203' for the right hand of the user,
with stationary rhythm timing markers 205', and a rhythm
timing track 203" for the left hand of the user, with stationary
rhythm timing markers 205". The two handed rhythm track in
the screen display 1100' can utilize a moving rhythm timing
bar 220, which the user can utilize to time the input of the user
for each hand according to when the moving bar passes over
one or both of the stationary rhythm timing markers 205' and
or 205" as it circumnavigates the tracks 203", 203". In this
event, the reward tokens 1120', instead of being stacked, may
be shown as separate prior rhythm, again with possible audio
of'one or more playing in the background as the user works on
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the next rhythm timing pattern. It will be understood that for
two handed rhythm beat tracking and duplication, according
to an embodiment of the disclosed subject matter, the two
handed input, as illustrated by way of example in FIG. 12,
may be accomplished using different input elements for each
hand, e.g., the shift key for the lighter stationary rhythm input
markers 205" on the inner track 203' and the spacebar for the
darker stationary rhythm input markers 205" on the track
203", which a respective one is crossed by the moving rhythm
timing marker bar 220'.

An additional level of challenge may be implemented by
the computing device, such as a rapid-fire challenge round.
Such a rapid fire challenge round could present to the user, for
example, a series of rhythms to master (~5) by providing the
typical two “Listen” loops but then only providing 2 “Play”
loops before moving on. To increase the intensity of this
feature, the transitions with accuracy percentage and score
could be omitted, in lieu of real time points appearing on
screen next to accurately played beats. The score of the user
could then be displayed at the end of the rapid fire challenge
round.

A number of possible enhancements to increase user inter-
est and satisfaction could be included which could also add
credibility to and build excitement around the rhythm-based
cognitive skills training game’s education value. For
example, an image of the sheet music notation for a rhythm
that a user has just mastered could be displayed at the end of
a given trial. Alternatively, a booklet of mastered rhythms
could be created by the computing device and appear after
gameplay and the user given access to the book. Transitions
between trials or levels could be utilized also to teach users
about basic music vocabulary, such as tempo, time signature,
syncopation, timbre, and quarter, eighth, sixteenth, and triplet
notes. Dance rhythms fitting with international styles like
rumba, waltz, tango, swing, cha cha and polka could charac-
terize each level to help players recognize them in the future.
Highlights of popular songs that fit with the time signature
and rhythms a user has just mastered can be provided, which
can enable the user to look them up separately and clap along.

An added level of complexity could be provided by having
the user mimic the tempo and the length of a note, e.g., one
lasting for more than one beat in a given measure. As an
example, a user could be required to hold down or remain in
contact with the touch screen virtual representation of the
spacebar for the indicated duration of a note, rather than just
tap the spacebar. This feature parallels the variety of note
lengths found in sheet music for most instruments.

Other themed concepts initially explored include fishing,
as illustrated in FIG. 17D, knocking secret passwords on a
door, as illustrated in the screen display 1610 of FIG. 16B,
cracking Morse code puzzles, as illustrated in the screen
display 1600 of FIG. 16 A and water ripples, as illustrated in
the screen display 1730 of FIG. 17C. Possible screen displays
of these contemplated embodiments are depicted, as
examples, in FIGS. 16A-16D and 17A-17F. A fishing reel
rhythm is illustrated in FIG. 17D and a typewriter rhythm is
illustrated in FIG. 17E, as well as a cannon shot scoring
illustration in FIG. 17F. Informational screen displays 1620
and 1650 are illustrated in FIGS. 16B and 16C.

According to aspects of embodiments of the disclosed
subject matter the rhythm-based cognitive skills training
game can have a variety of graphical user interfaces
(“GUIs”). Circular visual input, warning and may be utilized
as shown in the FIGS., e.g. in the screen displays 900 and 900"
of FIGS. 9A and 9B, the screen displays 1000, 1000' and
1000" of FIGS. 10A-10C, in the screen displays 1100 and
1100' of FIGS. 11A and 11B;, in the screen display 1200 of
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FIG. 12 in the screen displays 1300, 1300', 1300", 1300,
1300™ and 1300' of FIGS. 13A-13F, in the screen displays
1400, 1400' and 1400" of FIGS. 14A-C, in the screen display
1650 of FIG. 16D and in the screen displays 1700 and 1710 of
FIGS. 17A and 17B. However, ovals or ovoids may provide
more precise information and, thus have been found to be
positively received among users. Such are illustrated by way
of example in the screen displays 201 of FIG. 2, 300, 300",
300" and 300" of FIGS. 3A-3D, 400 and 400" of FIGS. 4A
and 4B, the screen display 500 of FIG. 5 and the screen
display 700 of FIG. 7. The moving rhythm timing indicator
may be in the form of a rod as shown at 220' in the screen
display 1200 of FIG. 12 or 1440 as shown in the screen
display 1400" in FIG. 14E, or as a rotating radius such as is
shown at 1452 in the screen display 1400' of FIG. 14F, which
can provide for even more precision in measuring the concur-
rence of the user input with the respective moving crossing
the respective stationary marker, if that is an objective, and
even applies to granting partial scores for partial concurrence.
As an example, the computing device may be configured to
only score a correct input if the concurrence and the input are
within some threshold, e.g., 200 ms, or variable scores for
differing time ranges, e.g., 50% for within 250 ms and 25%
for within 300 ms.

A possibility for the screen display representation of the
game mechanics for a thythm-based cognitive skill training
game could include a white, glowing halo 1370 as illustrated
in the screen display 1300" of FIG. 13C, in place around the
rhythm timing track 203 and the multiplier number 1360 in
the center of the rhythm timing track 203 circle, as illustrated
in FIG. 13C.FIGS. 13A-F are illustrative of several variations
of'the screen displays 1300, 1300',1300",1300™,1300"", and
1300"", having rhythm timing tracks 203, stationary rhythm
timing markers 205', a white moving rhythm timing marker
211' (in FIG. 13B) and a dark moving rhythm timing marker
211" (in FIG. 13A). Also shown in FIG. 13B is a possible
correct perception input indicator 220", comprising a green
halo around the center ofthe stationary rhythm timing marker
205'. An incorrect input marker 230' is shown in FIG. 13A. A
circular rhythm rail track 203' is illustrated in FIG. 13C,
having stationary rhythm timing markers 1362 and a larger
diameter moving rhythm timing marker 1360 traveling
around the rail ring 203"'. FIG. 13E illustrates white circular
stationary rhythm timing markers 211" on a circular rhythm
timing track 203 with a moving rhythm timing marker bar
1352, which may, e.g., need to align with the center of the
particular circle 1350 for a correct input. FIG. 13F illustrates
a rhythm timing track 203 having displayed over the top of it
an information box 1390, which may contain a total beat
count and number of correct inputs 1392, a percentage accu-
racy 1394, a number of points 1396 and a continue button
1398.

The alternative of shifting to the oval time marker trans-
forming from white to the orange marker 214', as discussed
above in regard to the screen display 700 of FIG. 7, and the
multiplier number being moved to the upper right-hand cor-
ner of the screen display 700 of FIG. 7, would appear to be at
most, very subtle differences in the GUI of the game. Some
users may find the first location more interesting and some
may prefer the latter, finding the former interferes with con-
centration on the tracking and duplicating the rhythm pattern
during game play.

FIGS. 14A-1 illustrate additional possible variations of a
rhythm-based cognitive skills testing apparatus and method
according to aspects of embodiments of the disclosed subject
matter, e.g., having a rhythm track ring rail 203" (in the
respective screen displays 1400, 1400, 1400" of FIGS. 14A-

25

30

35

40

45

14

C), a circular rhythm timing track 203 (in the respective
screen displays 1400™,1400"" and 1400"" of FIGS. 14D-F)
and polygonal rail rhythm timing tracks 1460, 1470 and 1480
(in the respective screen displays 1400""", 1400""" and
1400"""" of FIGS. 14G-I).

In FIGS. 14A-C, there is shown, as examples, a stationary
rhythm timing marker 1402 with a smaller moving rhythm
timing marker 1404, a moving rhythm timing marker ring
1410 with no stationary timing markers visible and a solid
moving rhythm timing marker 1420 with no stationary
rhythm timing markers visible. In FIGS. 14D-F there is illus-
trated, as examples, a solid moving rhythm timing marker
1430, a moving bar rhythm timing marker 1450 and a moving
rhythm timing radius 1452 and a stationary rhythm timing
marker 1450. FIGS. 14G-I illustrate, as examples, a diamond
polygon rail rhythm timing track 1460, with stationary
rhythm timing markers 1462 and a moving rhythm timing
marker 1464 (in FIG. 14G), an octagonal rhythm timing track
1470, with stationary rhythm timing markers 1472 and a
moving rhythm timing marker 1474 (in FIG. 14H) and a
hexagonal rhythm timing track 1480, with stationary rhythm
timing markers 1482 and a moving rhythm timing marker
1484, in FIG. 141.

According to aspects of embodiments of the disclosed
subject matter, it may be advantageous to provide, a game
introduction sequence that is capable of smoothly transition-
ing between rhythm tracking and duplication trials and, also,
intuitively cue the user about when to listen and when to play.
Introduction sequences from some of the games mentioned
above were examined and at least initially the game of the
present application was configured to have two cycles to
listen to the rhythm and two cycles to play along. However, it
was found that having a longer play cycle (e.g., increasing to
eight, for a given trial) reduced confusion as to when to be
listening and when to be playing. However, these numbers
could vary—the number of either the Listen and Play cycles
could be kept as is or increased, depending on what user
reaction is intended to be invoked and/or tested. The “Listen”,
“Play”bar 320 can serve to assist the user in following how far
along the user is in a given rhythm trial. Such a bar may be
unnecessary, as some users may not even pay attention to this
display during game play. Given this subtlety a larger, bolder
text display may be introduced in the center of the rhythm
timing track circle, as illustrated at 610 in FIG. 6. This caught
user’s attention much more successfully. Other possibilities
include, for example, displaying in text form “1,2,3,4 . . .
Play,” and “Listen, Play.” Alternatively four clave beats (with
no text) could be introduced, followed by the rhythm trial
playing accompanied by the text “Listen, Ready?, Play!” as
the moving rhythm timing marker circumnavigates the track
being displayed. It may prove necessary that users be cued to
“Play!” in anticipation of when actual scoring begins, lest
they be penalized for coming in late.

According to aspects of embodiments of the disclosed
subject matter, audio feedback for the user may be reduced or
eliminated entirely. The sound representing the correct play-
ing of the rhythm trial with which the user is being prompted
to synchronize and duplicate could be eliminated, for
example. Users may find other ways to synchronize by, for
example, simply closing their eyes while listening in order
better concentrate on the audio for a period of time. However,
in doing so a user could lose real-time feedback on the per-
formance of the user, if only based on visual indicators, such
as appearance of correct and incorrect markers in different
colors. Adding an audio feedback component corrects this
possible shortcoming. The user can then hear when the user is
off-beat. While this incorrect audio feedback could be the
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same instrumental sound as the correct rhythm trial playing in
the background, such a similarity could also confuse and
fluster the user who does not separate the correct rhythm trial
playing in the background and the incorrect input audio feed-
back. A mitigation could be to reduce the volume of the
negative audio feedback for example, from 0.2-0.4 of the
volume of'the correct rhythm trial. Another approach is to use
a completely different audio incorrect signal, which might
also then remain constant throughout the game play. For the
same reasons, according to aspects of embodiments of the
disclosed subject matter, other unique audio feedback sounds
may be utilized and such sounds may be chosen to avoid
overlap with the rhythm’s instrumental sounds.

In addition, according to aspects of embodiments of the
disclosed subject matter various instrumental sound types
may be utilized make the rhythm-based cognitive skills train-
ing game more interesting and seem more musical. Such
sounds could mimic, e.g., the sound(s) of a bongo drum(s), a
shaker, a conga, a snare drum, a hand-drum, a tambourine and
a cowbell. Choosing sound can be important in order not to
produce sound that is too diffuse, thereby possibly causing
the user to focus attention on whether to press the spacebar
towards the start or end of the sound. Sounds can, therefore be
selected to have some variation, but also to be crisp and clear
enough for the user to synchronize with the sound.

The disclosed subject matter is described in the present
application with reference to one or more specific exemplary
embodiments thereof. Such embodiments are provided by
way of example only. It will be evident that various modifi-
cations may be made to the disclosed subject matter without
departing from the broader spirit and scope of the disclosed
subject matter as set forth in the appended claims. The speci-
fication and drawings are, accordingly, to be regarded in an
illustrative sense for explanation of aspects of the disclosed
subject matter rather than a restrictive or limiting sense.
Numerous variations, changes, and substitutions will now
occur to those skilled in the art without departing from the
disclosed subject matter. It should be understood that various
alternatives to the embodiments of the disclosed subject mat-
ter described as part of the disclosed subject matter may be
employed in practicing the disclosed subject matter. It is
intended that the following claims define the scope of the
disclosed subject matter and that methods and structures
within the scope of these claims and their equivalents be
covered by the following claims.

What is claimed is:

1. A method of training a cognitive skill comprising:

providing, via a user computing device user interface dis-
play, musical rhythm training comprising at least one
trial comprising:

displaying on the user interface display, via the user com-
puting device, a rhythm track comprising at least one
stationary beat timing mark and at least one moving beat
timing mark repeatedly moving along the rhythm track;

receiving via a user interface input an indication from the
user that the user perceives a moving beat timing mark to
be coincident with a stationary beat timing mark; and

providing, via the user interface, an indicator that the user
is correct or not correct.

2. The method of claim 1, further comprising:

the rhythm track comprising a circle.

3. The method of claim 1 further comprising:

the rhythm track comprising a polygon.

4. The method of claim 3 further comprising:

the polygon comprising an equilateral polygon.

10

15

20

25

30

35

40

45

50

55

60

65

16

5. The method of claim 1 further comprising:

the stationary beat timing mark and the moving beat timing
mark are distinguishable from each other by at least one
of composition and color.

6. The method of claim 1 further comprising:

the rhythm track comprising a plurality of rhythm tracks,

each comprising at least one stationary beat timing mark
and at least one moving beat timing mark repeatedly
moving along the respective rhythm track at a respective
uniform speed.

7. The method of claim 1 further comprising:

providing a correct rhythm beat timing indicator on a

respective stationary beat timing mark when user the
perception indication is coincident with the stationary
beat timing mark.

8. The method of claim 7 further comprising:

the plurality of rhythm tracks comprising a left hand

rhythm track and a right hand rhythm track; and

providing a correct rhythm beat timing indicator on a

respective stationary beat timing mark when the user
perception indication is coincident with the stationary
beat timing mark on one of the respective right hand
rhythm track and left hand rhythm track.

9. The method of claim 1 further comprising:

eliminating, via the user computing device, the moving

beat timing mark;

receiving, via the user interface input, a perception indica-

tion from the user that the user perceives a beat timing
being coincident with a stationary beat timing mark to
occur.

10. The method of claim 1 further comprising:

determining, via the user computing device, that the per-

formance of the user has reached a preselected accuracy
threshold;

displaying, via the user interface display, for the next and

subsequent trials a visual indicator that the user scoring
has been advanced by a selected multiple.

11. The method of claim 10 further comprising:

including, via the user computing device, an audio indica-

tion that the user scoring has been advanced by the
selected multiple.

12. The method of claim 11 wherein the preselected accu-
racy threshold comprises a threshold accuracy level main-
tained by the user over a selected period of time.

13. The method of claim 12 further comprising:

maintaining, via the user computing device, the scoring

being advanced by the selected multiple while the user
continues to achieve the accuracy threshold.

14. A rhythm-based cognitive skill training apparatus com-
prising:

a user computing device configured to:

provide musical rhythm training comprising at least one

trial comprising:

displaying on a user interface display a rhythm track com-

prising at least one stationary beat timing mark and at
least one moving beat timing mark repeatably moving
along the rhythm track at a uniform speed;

receiving via a user interface input a perception indication

from the user that the user perceives a moving beat
timing mark to be coincident with a stationary beat tim-
ing mark; and

providing, via the user interface, an indicator that the per-

ception indication of the user is correct or not correct.

15. The apparatus of claim 14, further comprising:

the rhythm track comprising a circle.

16. The apparatus of claim 14 further comprising:

the rhythm track comprising an polygon.
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17. The apparatus of claim 14 further comprising:

the polygon comprising a equilateral polygon.

18. The apparatus of claim 14 further comprising:

the stationary beat timing mark and the moving beat timing
mark are distinguishable from each other by at least one
of composition and color.

19. The apparatus of claim 14 further comprising:

the indicator that the perception indication of the user is
correct is distinguishable from the indicator that the
perception indication of the user is incorrect by color.

20. The apparatus of claim 14 further comprising:

the rhythm track comprising a plurality of rhythm tracks,
each comprising at least one stationary beat timing mark
and at least one moving beat timing mark repeatably
moving along the respective rhythm track at a respective
uniform speed.

21. The apparatus of claim 14 further comprising:

the trial further comprising:

providing a correct rhythm beat timing indicator on a
respective stationary beat timing mark when the user
perception indication is coincident with the stationary
beat timing mark.

22. the apparatus of claim 14 further comprising:

the plurality of rhythm tracks comprising a left hand
rhythm track and a right hand rhythm track; and

the trial further comprising:

providing a correct rhythm beat timing indicator on a
respective stationary beat timing mark when user per-
ception indication is coincident with the stationary beat
timing mark on one of the respective right hand rhythm
track and left hand rhythm track.

23. The apparatus of claim 14 further comprising:

the user computing device further configured to:

eliminate the moving beat timing mark;

receiving via the user interface input a perception indica-
tion from the user that the user perceives a beat timing
being coincident with a stationary beat timing mark to
occur.
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24. The apparatus of claim 14 further comprising:

the user computing device further configured to:

determine that the performance of the user has reached a

preselected accuracy threshold;

display for the next and subsequent trials a visual indicator

that the user scoring has been advanced by a selected
multiple.

25. The apparatus of claim 24 further comprising:

including, via the user computing device, an audio indica-

tion that the user scoring has been advanced by the
selected multiple.

26. The apparatus of claim 25 wherein the preselected
accuracy threshold comprises a threshold accuracy level
maintained by the user over a selected period of time.

27. The apparatus of claim 26 further comprising:

the user computing device configured to:

maintain the scoring being advanced by the selected mul-

tiple while the user continues to achieve the accuracy
threshold.

28. A machine readable medium containing instructions
that, when executed by a computing device, cause the com-
puting device to perform a method, the method comprising:

providing musical rhythm training comprising at least one

trial comprising:

displaying on a user interface display a rhythm track, com-

prising at least one stationary beat timing mark and at
least one moving beat timing mark repeatably moving
along the rhythm track at a uniform speed;

receiving a perception indication input from the user that

the user perceives the moving beat timing mark to be
coincident with a stationary beat timing mark; and
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providing an indicator that the perception indication of the

35 user is correct or not correct.
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